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‘elcome to the first issue of the Elite: 
Dangerous Community Magazine! 
We're so happy for you to be holding it 
on your device, and maybe having a read whilst on 
your way to Hutton Orbital. 


We've been working away at it since before 
the Commanders update dropped, so next issue 
you can expect some lovely looking screenshots 

peppered around the pages like so much chaff. 


If you've been looking to respec your ship for 
exploration, wondering whether a trip to Trappist-1 
is worth it, or after some interviews with the 
bubble’s best celebrities, then keep reading. 


Fly safe, CMDR. 


If you're interested in joining our wing of writers, 
fLout this form and we'll get in touch! 


-TRE EDITOR 


Disclaimer: Please note, all videos throughout this 
magazine will require an internet connection to view 
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By CMDR Atmora 


Check out the latest in GALNet news, from March and April 


20 MAR 3303 


€ alactic News: Distress Call Received 


from Col 70 Sector 


On the 20th of March 3303, a distress call originating 
in the Col 70 Sector was received, presumably 

by Federal authorities. Perry Hussein of the 

Federal Intelligence Service had this to say... 

“We're not sure what to make of it, but it was definitely 
a distress call and the ship that sent it appears 

to have been destroyed. The telemetry indicates 


it was an older vessel, perhaps Cobra class.” 


This is not the first time this particular region of 
space has made it into the headlines. Back in 3302, 


Commander Wace determined that the Col 70 Sector 


FY-N C21-3 System was the Zero Point’ of the 
Unknown Probes: strange artifacts of non-human 


origin, appearing in and around the Pleiades Nebula. 


The Col 70 Sector once again made headlines after 
it was revealed that an unidentified individual had 
been found dead at a Wreaken Construction site, 
somewhere within the Col 70 Sector. Independent 
pilots who have been able to gain access to the Col 
70 Sector report that the Wreaken Construction sites 
are heavily defended, and unauthorised pilots are 


aggressively warned off by Wreaken owned vessels. 


In a statement to the press, a Wreaken 

representative said: 

“There have been several incidents of individuals 
trying to break into our facilities. This is an unfortunate 
event, but frankly the victim brought this accident on 
themselves. Our facilities are secured for a reason 


— manufacturing is a dangerous business.” 


Further Reading 


Freelance Report: Out of Reach, Not Out of Mind 


Galactic News: Body Found at Wreaken Construction Site 


Galactic News: Distress Call Received from Col 70 Sector 


24 MAR 3303 


Galactic News: Perpetrators of Darnielle’s 


Progress Heist Identified 


Darnielle’s Progress, a Spaceport found within the 
Maia system in the Pleiades Nebula, became a 
AoXer=] ole} [njence)amnat=lan alam sal-me[-) (lel t(emetolanlaalUlarinva clit 
year. It was announced in May of 3302, business 
leaders at the base would be placing Meta-Alloys 
on the market for purchase. Their spokesman, 
Larry Oldman said: “We have a stockpile of meta- 
alloys, and in the current climate it would be foolish 


for us to ignore the income potential for them.” 


While some researchers - including humanity's foremost 
expert on Meta-Alloys, Professor Palin - declared the 
move unwise, saying: “We don’t know the full potential 
of these materials, and selling them to just anybody 
could be a recipe for disaster.” Others, however, 


celebrated the easy access to the valuable materials. 


Nine months after the Meta-Alloys reached the 
market, a carefully orchestrated heist took place 

at Darnielle’s Progress where a large quantity of 
Meta-Alloys was stolen. It was determined by the 
security personnel that five unidentified individuals 
in a Cobra class vessel were responsible for the 
theft. Personnel at Darnielle’s Progress requested 
that any sightings of a Cobra with the call sign “Lima 


Uniform Charlie” be reported to them immediately. 


Until this March, nothing more was revealed regarding 
the theft from Darnielle’s Progress. It was announced 
that three of the five individuals responsible for the 
theft of the Meta-Alloys from Darnielle’s Progress 


had been identified. One of those identified was 


former Junior Alliance operative Tsu Annabelle 
Singh, of which nothing is really known. The other 
perpetrators that were identified came as a shock to 
many: former MetaDrive employee Raan Corsen, and 
Commander Salomé -- otherwise known as Kahina 


Tijani Loren -- both of whom were believed deceased. 


Raan Corsen was a junior employee of MetaDrive Inc, 

a recent acquisition of the Sirius Corporation. Corsen 
rose to a level of notoriety after he was suspended 

by MetaDrive due to account irregularities, and 
disappeared after stealing CEO Femi Dakarai’s personal 
Imperial Eagle. The Earth Defense Fleet asked that 

the public report any sightings of Corsen to them, 
before rumors began to circulate that Corsen had 

been killed in the Alioth system after crash landing 


while being pursued by Sirius security forces. 


Kahina Tijani Loren aka Commander Salomé, is a well 
known figure throughout both the Empire and the 
Federation. A figure of some controversy, with some 
believing her to be a hero and champion of Imperial ideals, 


while others think of her as reckless, petty and dangerous. 


Days after the attempted assassination of Admiral 
Denton Patreus by former members of the Emperor's 
Dawn, Kaina was hijacked by unknown forces in the 
Cemiess System. A garbled transmission from Kahina 
was received by Commander Nodus Cursorius: 

“Heavy fire...mayday! Imperial markings! Traitors... 
Shields are down, we're taking damage...it’s... | thought | 
sensed his arrogance! How dare... We're being boarded. 
| only have moments. Please get word to the Children 

of Raxxla, tell them | have new information. The Rift, 
Hawkin’s Gap and the Conflux are connected with strange 


happenings in the Pleiades. They must find out before...” 


M51 


Speculation ran rife as to the fate of Kahina and the possible -- as it turns out, Kahina was not killed in 

identity of the mystery bankroller of the attempted the attack on the prison convoy. She had somehow 

assassination of Admiral Patreus, until it was announced escaped, either by luck or by plan, and joined forces 

that Kahina Loren had been striped of her titles with Tsu Annabelle Singh and Raan Corsen. 

and rank. Kahina stood accused of the attempted 

assassination of Admiral Denton Patreus and was The trio have been branded as criminals and 

being held under house arrest awaiting trial. sizeable bounties have been placed on each of 
them, with authorities advising that no attempt to 

Kahina was moved to her chosen home system of Prism, Cero nlnnlelal(orslt= Mm) arel0] Com l= Mnat-\ol-W-laremdatclar-) mda) act) 

where she would stand trial behind closed doors. Admiral — should be killed on sight. Regardless of your opinion 

Patreus oversaw the trial. While nothing is known about regarding these individuals, it is impossible to 

Kahina’s defence, it has been made public that arecording deny that they seem to be at the centre of events 

was uSed as evidence against her which supposedly that will shape the galaxy for years to come. 

shows Loren talking with two unidentified men, 

demanding “Patreus’s head on a platter” in exchange 

for some unspecified favour. Kahina was found to be mUladal=ia acct lenlare 


guilty of the charges against her, and sentenced to life Meta-Alloy Sale Announced at Darnielle’s Progress 


imprisonment at the Koontz Asylum in the Daibo system. Galactic News: Theft at Darnielle’s Progress 


While many were quick to denounce Kahina, many others Galactic News: Perpetrators of Darnielle's Progress Heist Identified 


still believe in her innocence, Ambassador Cuthrick Galactic News: Chairman of MetaDrive Inc. Passes Away 


Delaney made a statement to the Imperial Herald. Galactic News: MetaDrive Acquired by Sirius Corporation 


“We cannot deny the verdict, but we are dismayed Galactic News: MetaDrive Audit Complete 


by the outcome. We remain convinced that Freelance Report: Commander Salomé Hijacked in Cemiess 


Kahina Loren is innocent. We will leave no stone Galactic News: Assassination Attempt on Patreus Thwarted 


Uyaidelmavsvom|amele)ansx-t-laeamio)mman(-Menulva me Galactic News: High-Ranking Imperial Implicated in Assassination Plot 


Galactic News: Kahina Loren Implicated in Patreus Assassination Attempt 


Before any progress could be made towards proving Galactic News: Acrimony on Achenar 


Kahina’s innocence, the convoy transporting Galactic News: Kahina Loren Stripped of her Rank 


her was attacked and destroyed while on route Galactic News: Patreus Rails against London Treaty 


to Koontz Asylum. The first pilot to respond to Galactic News: Loren Trial Begins 


the distress call has been quoted as saying. Galactic News: Kahina Loren Found Guilty 


“By the time | arrived there was nothing but floating Galactic News: Patreus’s Flagship Attacked 


debris. We even found wreckage from escape pods. Community Goal: Competing Appeals for Exploration Data 


Someone wanted to make sure there were absolutely Galactic News: Prisoner Convoy Destroyed 


no survivors. Even the black boxes were blasted.” Galactic News: Federal Exploration Programme in Disarray 


It was believed that Kahina had been killed in the Galactic News: Children of Raxxla Release Report 


attack, though confirmation of this fact was not 
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31 MAR 3303 


Galactic News: Empire Expands into the Pleiades 


The Pleiades once again makes headlines as a front in the 


ongoing cold war between the Empire and the Federation. 


Previously, the Federation had constructed several 
outposts and installations within the region, even going 
so far as to station Farragut class Battle Cruisers in orbit 
above Professor Ishmael Palin's independent research 
base in the Maia system as well as several Barnacle 
sites. These acts were widely criticised by the galactic 
community, with Imperial Senator Zemina Torval stating 
that “the use of Federal warships represented an attempt 
to claim possession of the non-human structures, 
commonly known as barnacles, found in Merope.” 
Federation President Zachary Hudson claimed that 

the Federation’s motives were purely altruistic and an 
attempt to protect the Barnacles from exploitation. 

The Federation attempted to use the Segovan 

system as a staging ground for their expansion 

into the Pleiades, but this effort was frustrated by 

the Imperial Taskforce Athena, who designated the 
entire system a no-fly-zone and forced the Federal 
Authorities to place the system under lockdown. 
Various proxy wars were fought between the Empire 
and the Federation, seeking to seize control of Maia 

and Obsidian Orbital at the heart of the Pleadies. 
Skirmishes were fought in several other 


sectors and systems throughout the Pleadies, 


all with the aim of defending or taking the 


territories for one superpower or another. 


And now, on the 31st of March 3303, the 

Empire has constructed several outposts in 

the HR 1185 system. War correspondent and 

freelance reporter Katherine Ryder says: 

“Regardless of claims to the contrary, this conflict is about 
one thing: meta-alloys. Both sides want Maia and Merope 
because of the barnacles they contain, and both sides will 
keep pushing into those systems. Eventually, one of two 
things will happen: one side will withdraw...or neither 


side will. In the latter scenario, war seems inevitable.” 


mela tat-yemaccr-lellare 


Galactic News: Empire Expands into the Pleiades 


The Canonn Supports Palin's Effort 


Galactic News: Zachary Hudson Responds to Imperial Criticism 


Community Goal: Federal Expansion Campaign Begins 


Freelance Report: Federal Expansion Ignites Controversy 


Freelance Report: Federal Expansion Brought to a Halt 


Galactic News: Federal Campaign Resumes 


Freelance Report: Taskforce Athena Locks Down Segovan 


Galactic News: Order Temporarily Restored in Maia 


Community Goal: The Fight for Pleiades Sector IH-V C2-16 


Galactic News: Imperial Ships Deployed to Pleiades Sector AB-W B2-4 


Galactic News: Knives Drawn 
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08 APR 3303 


Galactic News: Message Received from Col 70 Sector 


Last month, a Kill on Sight order was placed on former 
Junior Alliance operative Tsu Annabelle Singh, former 
MetaDrive employee Raan Corsen and Commander 
Salomé, also known as Kahina Tijani Loren. Despite 
italtme)ge(-Yemexelanliare Mm inelaamtal-malle|at=t=a laa) \-lat-lar-lUldatelaid(ton 
Taat=]anva laa) ox=Vart=)r-lavem (avel=yel-vavel-laymecolaalnat-lale(-lacir-1a-) 

(of of=zalhvae(=VaYdiavem tal i-melae(-lmr-laleMenii-dal are meme] 0) oXe) mar] ave] 
protect Commander Salomé. Many pilots have offered 
to supply her with fuel and escort services, while 

some have stated they will reward other commanders 
who aid the former Senator. One commander offered 
fifty times the bounty on Salomé’s head for anyone 


who could arrange a meeting between them. 


In related news, a weak signal was detected from the Col 


70 Sector by both Federation and Imperial listening posts. 


While the message is incomplete, experts believe that 
it indicates some sort of rally point. Additionally Federal 
and Imperial intelligence sources have confirmed that 
thousands of coded messages have been transmitted 
in the vicinity of the Col 70 Sector over the past several 
months. An as yet unidentified member of the Imperial 


intelligence community has been quoted as saying; 


“Something is going on out there, 


We think it could be...her.” 


Meanwhile, with Singh, Corsen and Salomé still at large, 
the Empire has increased their individual bounties to five 
million credits each. The Imperial intelligence services 
have also placed a two million credit bounty on one 
Commander Yuri Nakamura. An Imperial spokesperson 
reiterated that pilots should not attempt to communicate 


with these individuals, and should shoot on sight. 


Despite this, support continues to flow in for Commander 
Salomé, Corsen and Singh. With so much effort and so 


many resources going into finding these individuals, it 


makes you wonder... What else might be going on? 


mela tatcremacct-lellare 


Freelance Report: Imperial Commanders Support Salomé 


Galactic News: Perpetrators of Darnielle’s Progress Heist Identified 


Galactic News: Message Received from Col 70 Sector 
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The universe pat = hei sights and Elite: 
ce. the ability to see some of 
FieHat wonder! Exploration is a relaxing, (mostly) 


stress-free activity that can earn you credits 


andspend // 
ot Le > / 


whilst ai document the gala 
time pondering your pla 

‘| Goiowl do you begin i 
in Elite, it all starts-wi 
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Choosing Your Ouifit 

When it cOmes to explorien, the most important 

attribute of ete ship i is it its mass, Thi ows 

your ales partner shi make tor 

Whether uting your's 

a new ship specifically forex cher 

its weight the maitithingto f ‘of 


are better than others, either rbesause they 
were designed with it in mind or because with 


\Y \ eet 


a little brute force and time, you'can coerce 


more outof them than you would Sxpect. 


ky—— 
26.2M 
First some module basics before going over a few 


s==to strip your ship 


examples: Modules have a numeric size and a letter- 
based class, for example a 6B Fuel Scoop would 

be a size 6, class B module. As a general rule of 
thumb, a B class module is the most efficient but 
also the heaviest, whitst.a D class is the lightest. 


Armed with this K 


WZ 


iS 


ET many D class modules: ——— - 


Hauler (2 


8 Lightweig| 
a 2 2D Power 


that is pretty much the case. There are, 


however, some ees For exploration, 


2 2D Thrust 
2 2A Frame 
11D Life Su 
- 11D Power 
look at smaller sizes here, ‘a smaller A. ( J 1 1A Sensor 
MM 2 2C Fuel Ta 


everything is the aim. Don't be afraid to, 


class module might work be er tha ee 


D: class you would expect. Gett 5 the 


best Frame Shift Drive you can is: also ‘critical, as it 


most directly affects your jump range. These basic 


rules will give you a baseline outfit for any ship 


in the game, but here are a couple of examples. 


1101 THE ELI 


Nel 


ALIG 


an eS ere eee eee ee 
=o a Je Dimensions 28.6m x 26.2m x 10.4m 
iar SSR / os (Or-Tnelomer=oy= 161187 221) 
= oa ~*~ —= Hard points 1 small 
=== Utility slots 2 
a qj Tate ante lism (eetssy| 1[1] 1[2] 2[3] 
y Top speed [boost] | 200m/s [300m/s] 
a Manufacturer Zorgon Peterson 
. Manoeuvrability 6 
Crew 1 
Hull mass 14T 
Jump range 37.29 Ly 


Armour 90 
54 ly/jump) Cost: 2,935,780cr Insurance: 146,789cr ; 
oo Shields 50 MJ 
Optional Internal Utility Pad size ell 


it Alloy 3 3A Fuel Scoop U Heat Sink Launcher | Cost 52,720 CR 
Plant 3 1C Detailed U Empty 
Surface Scanner 
ars VayAB es} aT(-1(eMCL-1n\-18- 10) 
Shift Drive 1 1C Adv. Discovery Scanner 
pport 
Distributor 
S 
nk : \ 
= = LS Ss y \S) Dr TESS 
The above loadout the Hauler isthe budget “~~ — yo\coutd remove the Shield Generator to give 


exploration entry. Over half the build-cost IS >= you ‘om wouldn't recommend it, however 


in the Advanced Discovery Scanner alone, but — S —Your hull is réally important and you want to 
if you don’t mind doing extra legwork to fully preserve itwherever possible; Having a small 
explore a system, you could drop this down to an Shield Generatorprotects you from those little 
Intermediate Scanner to save you a cool million accidental dings and eee ayo are bound to take. 
see: credits, especially if you are just starting out. 
elaero) While that’s a great build for getting a feel for how 
This loadout does lack the ability to roam on exploration works and a jump range. of 25 ly,isn‘t 
planet surfaces due to the lack of a Planetary too shabby, you'll want to advance to something 
Vehicle Hangar, although if you are feeling brave a little bigger once you’veldippéd yourtdes! OUS-blog.co.uk 
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Asp Explorer 
(32.77 ey 


Cost: 51,942,610cr Insurance: 2,597,131cr 


8 Lightweight Alloy 6 6A Fuel Scoop U Heat Sink Launcher 


5 2A Power Plant 5 5A Auto Field-Maint. Unit |= U Empty 
5 4D Thrusters 3 3D Shield Generator U Empty 
5 5A Frame Shift Drive 3 Empty U Empty 
4 4D Life Support 1 1C Adv. Discovery Scanner 


43D Power Distributor 1 1C Adv. Discovery Scanner 
5 5A Sensors VayACH Atl al-\(-1 0) 

Vehicle Hangar 
2 2C Fuel Tank z 


and the new wave of luxury liners like 
Eeprak ait nd tHe latest aq 
ip,ith hin. Thés 


S rip dive ybu th Sppority tearm U 


money from long-range passenger 
missions alongside the standard 


rewards for scanning systems. 


We-can take the examples given a 
little further, however, if we-take-the 
Vaapgraded modules obtainable from 
advancing specific Engineers into 


account.Blueprints for the-Frame 


Shift Drive,Shield Generator and 


The Asp Explorer i isa touch more:expensive in this 
optimised stdck setup, costing over 
20x what the Hauler doés giving you a Asp Explorer 


little more room to play with in terms 


(49.00 ly/jump) 


Engineered Module Blueprint Applied 


5 5A Frame Shift Drive 5 Increased Range 


of slots and flexibility? There is now 


sls room to take an SRV, and we 
We Sho | Field Maintenance Unit 
to fix up feals when you inevitably. |; 


veer too close to a sun. This‘stilt | 


gives a jump range of almost 33 ly. 4 4D Life Support 
| 


3 Lightweight 


| 
These are just examples for two 
popular ships; there are a variety of 43D Shield Generator 3 Enhanced, Low Power 
other viable options including the Asp _ 


Scout, Diamondback Explorer, Type-6 o 


DETAILS 


Life Support can all réduce your Mass even further, 


Engineered Modules 


5 Felicity Farseer (Deciat) 
Elvira Martuuk (Khun) 

3 Professor Palin (Maia) 
Colonel Bris Decker (Sol) 

4 Lori Jameson 

(Shinrarta Dezhra) 

3 Bill Turner (Alioth) 

5 Lei Cheung (Laksak) : 
Didi Vatermann (Leesti) 

3 Elvira Martuuk (Khun) 


The Asp Explorer is the civilian version of the military model Asp Mk II’s (which first saw service in 2878). Lake 
Spaceways now owns the licence to construct these ships and has marketed them heavily at customers looki 
for their first multi-crewed ships. The ship class has earned a solid reputation for long-range missions and tho 


requiring some discretion. 
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Asp Explorer Ship Jump Range 
(32.77 ly/jump) 
Ship 
Hauler 25.64 ly 
Asp Explorer 32.77 ly 
Asp Scout 28.51 ly 
Diamondback Explorer 36.87 ly 
— Anaconda 32.30 ly 
Beluga Liner 27.94 ly 
5A Dolphin 230.62 ly 


Here is the ee 2yuO example again, but this 

rE ys and grades 
3 bo gives.the numbers 
Be aah ereid Appleed!oulumn indicate the grade 
used, and in the Engineer column they indicate 


the maximum grade they produce. In general, the 


lower grade Engineers are easier to unlock. 


As you can see the difference is significant, with the 
Asp gaining 17 ly with these changes. There is room 
for improvement here, too, as Life Support and Shield 


Generator don’t have the highest grade applied. 


As a guide to how much change applying these 
blueprints can make, here/is a-tist of craft 
before and after modification. Engineering 
opens up a lot more-ship options if you Rave 


the time and patiencéto focus on it: 


Engineering is well worth the time investment, 
especially on the larger ships where you can perhaps 
fit weapons and sacrifice some of that distance, 

or fit more passenger cabins to allow you to take 


on more lucrative long range VIP missions. 


Insurance: 2,597,131cr 


SPECIFICATION 


D)fant=yatsi(e)aks 


Cargo capacity | 


im fe lcemm ele) [ales 
Utility slots 
Talksaarel kom Keates) 


Top speed [boost] 


Manufacturer 


Manoeuvrability 


Crew 
_ Hull mass 


| Jump range 


Naaaelula 
Syalt=y(els} 
Pad size 
Cost 


38.21 ly 
49.00 
42.70 
54.92 
Was 
42.76 
46.03 


y 
y 
y 
y 
y 
y 


Go out and explore, see you in the black! # 


56.4m x 51.3m x19.7m 
128T 

4 small. 2 medium 
4 

2[2] 3[3] 1[5] 1[6] 
250m/s [340m/s] 
Lakon Spaceways 
6 

2 

280T 

38.19 Ly 

378 

140 MJ 

W/Cexoll6lan} 
6,661,150 CR 


a 


Blueprints courtesy of WWW. elite-dangerous-blog.co.uk 
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INTERESTING SYSTEM OF 
THE MONTH 


Trappist-1 - AKA 2MASS J23062928-0502285 


« BY CMDR DCeHO  -snssnanm 


Distance: 39.5+1.3 ly (12.140.4 pc) 
Luminosity: 18.80 (Not visible from Earth) 
Age: 3-8 Gyr (billion years) 


TRAPPIST-1 is a single star system in the edges of 

the Aquarius Constellation, home to an ultra-cool red 
dwarf sun. Hosting seven temperate terrestrial planets, 
TRAPPIST-1 has so far the largest number of detected 
Earth-like bodies in a single planetary system. 


Originally discovered by an observatory in Chile in 
1999, the system's single star was classified as a 
brown dwarf star and denominated 2MASS J23062928- 
0502285. It is roughly the size of Jupiter, yet 74 
times its mass; being 11% of the size of the Sun 
and 8% of the mass, 2MASS J23062928-0502285 
is not visible from Earth via naked-eye. In 2009, 

FW alle} ater a=s=101 C014 (eae) oe Ler=] m=) o{-Xete wel-e(0) oy air T1Ucr°| 

to reveal the presence of lithium in the star’s 
emissions, suggesting it to be a very low-mass 
main-sequence star, which is fusing hydrogen 
and has depleted its lithium. Brown dwarfs are 
substellar bodies unable to sustain nuclear fusion 
of ordinary hydrogen to helium in their cores, 
instead fusing deuterium, lithium, or nothing 

at all. The lack of lithium at 2MASS J23062928- 
0502285 combined with it’s low luminosity 
insteads suggests it is actually an ultra-cool very 


low-mass main-sequence star -- a red dwarf. 


In 2015, a team from the Belgium University of Liege 
detected three planets in its orbit, reclassifying the area 
as a planetary system. Renamed TRAPPIST-1 due to 
being the first planetary bodies spotted by the Transiting 
Planets and Planetesimals Small Telescope (TRAPPIST) 
at the La Silla Observatory in Chile, the star system was 
immediately noticed by the scientific community due 

to its high number of potentially habitable Earth-sized 
terrestrial planets, something quite rare nowadays. 

In February of 2017, two years after the initial scan, 


the astronomers detected four additional terrestrial 


Size Comparison 


between TRAPPIST-1 system, Galilean moons of Jupiter and the inner Solar System 


Galilean 


Jupiter 
9 139 822 km 


.n moons of Jupiter 
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TRAPPIST-1 planets 


@ 162 793 km 
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Credit: European Southern observatory 
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TRAPPIST-1 


SUMMARY 


ALLEGIANCE: 
POPULATION: 0 
SECURITY: 


exoplanets in its orbit, bringing the total to seven and 


making TRAPPIST-1 an instant internet celebrity. 


The planetary arrangement is so tightly packed that 

all seven planets are closer to TRAPPIST-1a (the star] 
than Mercury is to the Sun. They are so close to each 
other that the planets appear in each others’ skies 
bigger than the Moon appears here on Earth, which 
makes for some truly spectacular horizons. Of the 
seven planets in the system, three are located within 
its star’s habitable zone, raising the possibility for liquid 


water to exist in its surface, and consequenlly, life. 


Usually, planets are either gas giants packed with very 
hostile atmospheres, or barren chunks of rock and ice 
far from the sun’s life-giving warmth -- two conditions 
considered not ideal for the evolution of organisms as 
humans know them. However, TRAPPIST-1 is different 
-- it’s planets are all terrestrial and roughly the same 
size as the Earth (two of them are actually slightly 
smaller, somewhere between the size of Earth and 
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According to David Braben, Elite: Dangerous’ 


procedural generation engine predicted the discovery 


of TRAPPIST-1: “The way Stellar Forge works is to use 
‘available mass’ from which to generate systems - and 
because of this unaccounted mass, Stellar Forge has 
created a system with a Brown Dwarf in very nearly the 
same place — 39 light years away - this is only a little 
smaller than an M8 - and it even has seven terrestrial 


worlds around it - Core Sys Sector XU-P A5-0.” 


It must be said that although the “generation” of a faux- 
TRAPPIST-1 is awesome, it is actually not as good as it 
may seem. 2MASS J23062928-0502285 was not in the 
game, even though the 2MASS star catalogue has been 
around for years. Additionally, Core Sys Sector XU-P A5-0 
was located 39 light years away from TRAPPIST-1's real 
coordinate, which is not a small error: 39 light years is 


the distance between the Sol System and TRAPPIST-1. 


With the 2.3 update, Frontier changed Core Sys 
Sector XU-P A5-0 into TRAPPIST-1, relocating 

it to it’s correct position and adding all the data 
discovered so far. TRAPPIST-1e (the fourth planet) 
even has an Earth-like composition, full of oceans and 
green continents visible from orbit. It is a beautiful 


system, and while so far there are no stations in 


it, it is definitely worth it checking it out. 4 
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ELITE DANGEROUS: HORIZONS - 
THE COMMANDERS PREVIEW 


mm BY CMDR PUCECHAN msn 


If you haven't bought it yet, here's what you can expect from Horizons’ new update 


Frontier have had to abandon their original plans 
to have the four announced updates for Elite 
Dangerous: Horizons out within a year. It’s been 
five months since Patch 2.2: The Guardians hit 


the live servers -- but the latest patch is here. 


Patch 2.3: The Commanders contains a few headline 
features focusing very much on appearance, 

and the first up is the Holo-Me. Holo-Me finally 
allows you to customise your avatar in the game 

and dictates how you appear to others. 

The customisation on offer is pretty substantial, 
every element has a lot of knobs for you to twiddle 

to get your space-faring alter-ego looking how you 
want them. You can also change your suit colour. The 
initial free pack of colours is pretty basic, offering 


red, blue, green and greyscale variants, although it’s 


clear this is another aspect Frontier will be taking 
advantage of with cosmetic microtransactions. 

The meat and potatoes portion of the update is Multi- 
Crew, the ability to join other players in their cockpits 
and assist them. Options for joining or requesting 
other players show up in the Comms panel in a new 
tab, from there you can select the type of activity you 
want to partake in and it will find a group. You can 


also manually invite friends, just like joining a Wing. 


Only a selection of ships currently allow Multi-Crew, 
roughly two-thirds of the current roster, and the 
actions other crew members can perform is a little 
limited, being able to take on a Gunner role which 
gives access to the ship’s scanners and weaponry 
using an external view to assist in combat or they can 


take control of a fighter if you've a fighter bay fitted. 


Tl 


y The ship’s captain is permanently in 


8 BODY c As 


BASE ’ 
GENDER E , 


SUIT 
suIT 


control and can dismiss crew at any time, 
so you don’t need to worry too much 


about griefers. Most activities except 
HEADGEAR 


for piracy also enforce lawful actions 


HELMET ALWAYS ON EMERGENCIES ONLY 


PATCHES 2 
LEFT SHOULDER DECAL NONE 


meaning anyone being naughty will first be 


LEFT DECAL COLOUR, 
RIGHT SHOULDER DECAL NONE 


warned and then booted from the group. 
The feature works seamlessly and is itself 
very promising, just feeling a little sparse 


in its current state. For each crew member 
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you get an extra pip to distribute around your systems, and 
if you have two fighter bays, you can have both a player 
and an NPC out in fighters at the same time. Which is 
neat and a definite advantage in combat over playing solo. 
Important to note however is that players who join 

don’t get reputation or any progression other than 

credits and bounty rewards for combat. Outside of 

combat activities there is very little to occupy and 
entertain players who join this way besides the 


social aspect if they are playing with friends. 


They do have full access to the new Camera Suite 
however, the third main addition in this patch. 
The Suite is a totally new implementation of 

the old Classified Camera feature which allows 


for a lot more freedom for taking pictures. 


Once you change to the new Camera Suite, there are 
some built-in default “views” ranging from in front and 
behind your ship to a variety of interior views. With a 
button press, you can unlock the view and move it much 
as you could before but with a lot fewer restrictions. 

In space you can now pull much further away, 

allowing gorgeous vistas of asteroid belts or your 
impending destruction. You have more control over 

the camera itself, too, with access to depth of field 
effects along with the ability to zoom in and out. 
Unusually, going against what has been said in the past, 
Frontier also allows you some control of your ship in 
camera view, allowing you full flight control. You can’t 
really play like this as you have no HUD elements or 
(cF-Tanl-minicolmanr-lelolarm oelaian 7 1Uar-1\Co\Wmant-mecolaalaalelarinymce) 


make some much more intricate images and videos. 


And that’s the bulk of the update. Outside of 


Multi-Crew, there isn’t much in the way of core 


* Q JOIN ANOTHER sHip 
ACTIVITY 

4 JNTY HUNTING 
@ PIRACY 
® FIND A MENT 


FURTHER ACTIVITIES 
MINING 


SMUGGLING 
®@ CRIMINAL 
| Aid a ship transporting high value and illicit goods, 
whilst avoiding the watchful eye of system 
authorities 
* Breaking the law will not cause you to be kicked 
* Your ship will be safe 
* No risk of death 
|» Leaving will return you to your ship 


gameplay additions but there are, as is usually the 


case, quite a few quality of life improvements. 


The Comms window has gained a bit of spit and polish, 
improving the previously text only box with avatar images. 
There has also been a section added for player history 

so you can see who you've played with or encountered 


for easing the acts adding to friends or blocking. 


You can also finally name your ships, which is 
visible in the cockpit and for commanders who 
target you, and you'll soon be able to buy cosmetic 


(ol -Yor=] mu vomel i=jo]c-\’maat-Mar-lanl-MelamZolelmalelle 


There is also a new passenger liner ship, the 
Dolphin, along with new chained missions and 


the usual array of bug-fixes and adjustments 


Allin all, Elite Dangerous: Horizons - The Commanders 
feels quite content light compared to prior updates. 


What is included is nice; it just doesn’t change the 


4 


way you play in any significant way (or at all). # 
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INTERVIEW WITH 
OCARLET 


Scarlet Ashcroft is canon, leadin 


g the Wreaken/Col 70 Protest 


MDR Scarlet Ashcroft is a roleplayer who identified 
C: plot point in Elite’s deeper story that many others 
iareeManlics=x-Xo Far Meco) eel gr-]¢-meolay—ye)] -(e\Valla oL-unal ite Colel.<-Xe) 
space that she’s been investigating since January. In doing 
so, Scarlet secured a place in Drew Wagar’s upcoming 
sequel to Elite: Reclamation, Elite: Premonition. https:// 
twitter.com/drewwagar/status/836557644999589890 


Misaniovent: Who 
are you? What’s 
your background? 
Scarlet: “My name is 
Dr. Scarlet Ashcroft, 


I'm a Xenobiologist. | 


R=c 


grew up ina heavily 2 
BY DREW WAGAR 


militarized family, 


which naturally lead 
to my recruitment 
into the Federal 
INEENYAAN AVAIL Conny oder] NY 
spend most of my 
time in a research 
lab, | am occasionally 
called away to the 


battlefield.” 


Misaniovent: Were you recruited into the Federal 
Navy as a xenobiologist, or were you trained and 


educated by the Federal Navy to serve in that role? 


Scarlet: “l was recruited into the Navy as a soldier. Going 
into Xenobiology was my own choice, though the Navy 

is what enabled me to seek higher education as it pays 
quite well. | took classes between deployments and as 

| rose through the ranks, | found | had more time for 
learning. Eventually | was taken off active duty after | 
had completed my mandatory service and was able to 


purchase my own laboratory.” 


Misaniovent: Can you describe any 
significant species you've studied? 
Scarlet: “Well | would say the most 
significant species I’ve studied 

is us humans. If you mean alien 
species, that is actually a common 
misconception. Xenobiology is not 
the study of non-human species, 

it is the study of synthesizing and 
manipulating biological devices 

and systems. In laymans terms, | 
grow organs and find ways to make 
them better. We also create new 
experimental pharmaceuticals, 
enzymes, and all manner of organic 
materials. In recent months | 

had begun studying Meta-Alloys and their potential 
applications for the human body. Funding for that however 


was denied and I've been having to pay out of pocket.” 


Misaniovent: Why was your funding denied? 

Was it denied by the Federal Navy? 

Scarlet: “| was not given a reason, and it was denied 
by the research branch | am a part of. | presume it is 
because of ridiculous moral reasons or because of how 
unique and rare they are. Meta-Alloys are a strictly 
alien material, a lot of folks aren’t comfortable with 
the idea of incorporating something that wasn’t made 
by a human into their bodies. The superpowers also 
guard them quite fiercely, it is also possible that they 
did not see the value in my research and are allocating 


those resources to other areas of scientific interest.” 


Misaniovent: You’ve become notable for something 
else: your protest of Wreaken, a company that many 
CMDRs may not be aware of. Who are Wreaken? 
Scarlet: “Wreaken is a construction and mining company 
which has been operating in the Col 70 sector without 
authorization. Col 70 is a permit locked sector, so how 
they got in is highly questionable. They have strong ties 
to the Sirius Corporation, who | believe are funding their 
operation. The reason this is all important, is because data 
recovered from the Unknown Probes indicates that they 
might possibly originate from within Col 70. | believe it is 
paramount that we gain access to whatever is there and 


that Wreaken should not be permitted to monopolize it.” 


Misaniovent: What do we know about the Col 70 
sector, aside from that it is permit-locked? 
Scarlet: “Col 70 is a large sector of space out past 
the Witch Head Nebula. We know that it marks 
the ‘Zero Point’ for the Unknown Probe when 
measuring distance to Merope. And we know 
that Wreaken has somehow bypassed the permit 


lock and established an operation there.” 


Misaniovent: When was the permit lock established, 
and when did Wreaken become active in the sector? 
Scarlet: “l am not sure when the permit lock itself was 
established, though | know it was not always there. As 
for Wreaken, | believe they became active sometime 


between November of last year and January of this year.” 


Misaniovent: Can you give us a brief explanation of 
what we know about the Unknown Probes? Most 
CMDRs are aware that they exist, but likely little else. 
Scarlet: “The probes are a strange device, presumably 
of alien origin that can be found floating in certain 
sectors of space. | have not come into contact with one 
myself but they reportedly emit strange noises and are 


capable of disabling your ship if you try to scan it.” 


Misaniovent: You mentioned a ‘Zero Point?’ 

Scarlet: “That is a complicated thing to describe and 
involves high levels of mathematics. In simplest terms, 
the probe is measuring distance between two points, one 


of these points is the Col 70 Sector FY-N C21-3 system” 
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Misaniovent: Is Wreaken active in that system? 
Scarlet: “We do not know what systems Wreaken 
is active in in regards to Col 70 as we have 


no way of getting past the permit wall.” 


Misaniovent: How did you learn of 
their activity in the sector? 
Scarlet: “Galnet released an article about a body being 


discovered at one of their construction sites in the sector.” 


Misaniovent: So they are not hiding their presence 
in the sector, only their activity. Do you have any 
information about what they may be up to? 

Scarlet: “| have no information at this time about 
their actual activities, only speculation. But operating 
in this sector in particular is quite suspicious.” 
Misaniovent: What is your speculation? 


Scarlet: “Well there are many theories. Some think 


they are building capital ships where no one can touch 
them, others like myself think they have discovered 
something of alien origin and are attempting to keep it 


to themselves. We won't know until we get in there.” 


vScarlet: “We are protesting it because they are a mere 
mining and construction company with access to an 
area of space no one else in the galaxy can get to. How 
they got there is highly questionable and likely illegal. 
Originally we protested by occupying space ports in 
various Wreaken controlled systems. Now we have 
moved to a more active phase where we are trying to 


buy out their economy and support their competitors.” 


Misaniovent: You mentioned that Wreaken has 
ties to Sirius. What do you believe is Sirius’ 
involvement in Wreaken’s Col 70 operations? 


Is Wreaken simply a contractor? 


INTERVIEW // CGR SCARLET ASHLROFT 


Scarlet: “They have a long history with Sirius corp. out new orders and status updates to the fleets 
Sirius supplies their mining equipment and often ona public channel, they can listen in there.” 
provides defenses for them. | believe it is Sirius https://forums.frontier.co.uk/showthread. 

who tasked them with this expedition, though | php/331679-Protest-against-Wreaken 8 


have no concrete evidence to prove that.” 


Misaniovent: Do you 
believe that this is an 
independent effort by 
Sirius and Wreaken? 


Scarlet: “Yes” 


Misaniovent: Finally, 
how can CMDRs 
learn more about 
your efforts and 
support them if 


they choose to? 


Sfor-}alcieama 
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INTERVIEW WITH THE FUEL RATS 


“By CMDR Ace Lister » 


We spoke to DerryBear about the operation that saves people without fuel. 


They have fuel, you don’t - any questions? 


O}al-Monmdal-Meco)palanlelalin axeluct-1\cto me] ael0] o-Malsj(e( 
Elite: Dangerous, the Fuel Rats are the roadside 
assistance of the Milky Way. They bring fuel to 
those in need and ask for nothing in return. So 
we sat down with DerryBear, the community 


coordinator for the Fuel Rats to ask all about it. 


Nes 

Thanks for sitting with us. What was the 

original idea behind the Fuel Rats? 

DERRYBEAR: 

Well, it was back in 2015 when our founder, Surly Badger, 
was traveling to Hutton Orbital in the Alpha Centauri 
system. It’s a small outpost roughly 0.22 light years away 
from its main system star. Generally it takes about an hour 
and a half to arrive at the outpost from the time you arrive 
at the main system star. So there he was cruising along 
when he heard a choke from his engines and ran out of 
fuel. Now at this stage the Fuel Transfer Limpet Controller 
wasn't implemented in the game just yet. But he thought 
ivoM a} inatsi-1um aren nvmerelole mim Vole] CoM ol Mi melal-MelmalMint-alel-Merol0] Ce] 
come and save him. And that’s when the entire idea of 
rescuing those in need of fuel was spawned, from here it 
was only a matter of time before we would be founded. 
Nes 

For those who haven't read our article, can you 

give us a rundown of a common rescue? 

DERRYBEAR 


Of course, it all starts with a client running out of fuel. 


A harrowing experience to be sure. They first go to our 
website www.fuelrats.com and hit the big red Get Help 
button. That in turn takes them to a secondary page 
with information and a login screen for our rescue 

IRC channel. They enter our IRC channel and give 

their Commander name, location in game, platform 
and Emergency Oxygen Depletion levels. Our trained 
dispatchers will then greet them and take them through 
all the steps required to conserve oxygen and fuel while 
scrambling Rats to their location. While en route we set 
up Friend Requests, Wing Requests and Wing Beacons 
to connect our Rats to the client. When our Rats arrive 
in the client’s location they will drop out of supercruise 
onto the Wing Beacon and if all goes well, which it 
generally does, the Rats will refuel the client before 

the client finds themselves with zero seconds to live. 
Nes 

How frequently do you get requests for assistance, 

how has that grown since you started? 

DERRYBEAR 

Well, in our first week of operation we were a small 
outfit of about four or five Commanders working out of 
a thread on the Frontier Developments forums and we 
performed two rescues. Just gonna throw a shout out 
to CMDR Anuranium here who successfully completed 
our very first rescue. From there the number of rescues 
we attend on a daily basis has increased dramatically. 
During a Steam sale in 2015 we experienced a huge spike 


in rescues reaching a total of 140 rescues in one day. 


Aa: 


As of the time of writing we average 20 rescues per day. 


This of course culminated in The Fuel Rats surpassing 
10,000 total successful rescues back on 1st April 2016. 
Nes 

Has there been anyone just too far away to save? 
DERRYBEAR 

“Too far away” isn’t really a phrase that appears in 
our vocabulary. Each Fuel Rat prides themselves on 
doing epic rescues, and our Fuel Rats have traveled 
upwards of 56,000 light years to rescue a Commander 
in need. It may take us slightly longer to get to you, 
but no where in the galaxy is out of bounds for us. 
Nes 

Have you ever found yourself in need of 

your own group’s assistance? 

DERRYBEAR 

Oh dear, well | may as well come clean about it now. 
Yes, | have had to be rescued by The Fuel Rats. Once 
when | was new to Elite and then a second time 

when | was tired and wasn’t paying attention on my 
way to Sagittarius A. The funny bit about my second 
rescue was that | had literally just finished training 


the Fuel Rat who then had to come and save me. 


Nes 

Has organization of duties/ 
issuing jobs changed or become 
more complex than you originally 
thought since you started? 
DERRYBEAR 

In a sense yes but this has 
affected us less than it would 
other groups thanks in part 

to our hierarchy, or the lack 
there of it. The Fuel Rats don’t 
really have a chain of command 
or a hierarchy, we just have 
those who step up and do 
awesome stuff in our name. | personally do a lot of 
community work for The Fuel Rats and even identify 
myself as our Community Coordinator. But that’s 

more for the convenience for others. My official title 

in The Fuel Rats is literally DerryBear and | am no 

more important nor powerful than any of our Rats 

ACE: 

Has your positive reaction by the community 

surprised you in any way? 

DERRYBEAR 

Well it’s entirely accurate to say that we simply would not 
exist if it were not for the Elite: Dangerous community 
and their support for us has been simply amazing. It’s 
because of their attitude towards us that | can proudly 
identify as a Fuel Rat no matter where | am. The Elite 
Colpalaalelalinvmcw-lale=laat-r4ialeme| aol’) oMoym ol-xe)e](-W-lale MM at=)V(-3 
never seen one more likeable and helpful in all my 
years. Sure there are a few bad apples, but the same 

is true of any community that has ever existed. 

Nes 


Do you encounter much resistance in-game from players? 
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DERRYBEAR 

There has been a few instances of attacks against us and 
our clients but we have implemented new procedures 
to try and negate any future threats. We prefer to evade 
and dodge any attacks upon us or our clients. We are 
not combat orientated and we hold a neutral stance with 
all player groups. Whether it be Imperial, Federation, 
Alliance, Pirates or simple Traders, if they need fuel, 
they are all welcome to come and use our Services. 
Nes 

How does being a Fuel Rat affect your 

“normal” Elite: Dangerous play time, does 

being “on-call” change how you play? 

DERRYBEAR 

Most Fuel Rats will simply fit a Fuel Transfer Limpet 


Controller to their ship and carry a few limpets with them. 


There are more professional setups available if you want 
a dedicated Rat Ship, but in most cases they just go about 
their daily business until a call comes in and then rush 
off at the drop of a hat to save another Commander. 

ACE: 

How do you fund what you do? Does 


everything come from your own pocket? 


DERRYBEAR 

Well Surly Badger paid for our initial setup costs and 

now he deals with all our finances and dispatches any 
Fuel Rats loot that is ordered from our store. We do also 
take donations but that is always strictly optional. All 

of our finances can be viewed in full on our website at 

the bottom of the homepage. Just to clarify, we do not 
make a profit, we spend any money given or paid to us 

on even more awesome stuff for everyone to enjoy. 

ACE: 

If Frontier Developments ever find a way of 

enabling direct credit transfers, will you still 

operate as a purely charitable organisation? 
DERRYBEAR 

Oh yes. To us it would be cruel for us to make people pay. | 
shudder to think of myself sitting in front of a Commander 
who is slowly dying and saying something along the lines 
of “Now transfer 2000 Credits or you're going to die”. 

We do it for the experience and for the stories. For us to 
stray from that would feel like we were losing our way. 
Nes 

What things would you like to see Frontier add that would 


aid the Fuel Rats (and other player-ran operations)? 


DERRYBEAR 

| think that in-game group management tools are sorely 
lal-X=te(-YopmsYe]ant-adaliaremdar-lanyZol0] (oir-1UCo\WVMUI-M CoMnar-lat-le[-) 
and inform the entire group immediately alongside a 
group calendar of sorts. Where group members can 
post events, goings on and even if they are away on 
holiday or vacation for a bit. That, and | would love to 
see Stations occupied by The Fuel Rats in game minor 
faction to supply those who dock at them with free fuel. 
ACE: 

What tips could you give our readers on avoiding 


finding themselves in need of your help? 


DERRYBEAR 

For one, get a fuel scoop as soon as possible. It’s a real 
life and time saver as you no longer have to supercruise 
to a station to refuel. Secondly: please remember that 
not all star classes can be fuel scooped. Only K,G,B,F,0,A 
and M class stars can be scooped from. You can filter 
your galaxy map to show only these star classes. And 

the most important one of all, pay attention. As | said 
earlier; even some Fuel Rats run out of fuel when they 
are not paying attention, it happens to the best of us, 


so stay alert out there. You can find more information 


about fuel management here : KGBFOAM. # 


ie The Fuel Rats, rescuing and educating commanders since 3301 


HOW TO FILTER THE GALAXY MAP FOR SCOOPABLE STARS 


If you have a fuel scoop, this is a great way to qui ascertain if you can 


get to your destination without running out of 
stars will be visible in the galaxy map. 


To do this: 

1. Go to the galaxy map 

2. Click on to third tab ‘view' 

3. Under the SHOW BY COLOUR pulldown menu 


select STAR CLASS and uncheck all the boxes EXCEPT the first 7 
These are your scoopable stars aka KGB-FOAM. 


4. When plotting your course, check to see if your plot line passes 
through a visible star before it becomes dashed. 


uel. Only the scoopable 


SHOW ALL 


If it doesn’t you will need to divert by replotting to a scoopable star. 


For those without fuel scoops, the same principle works for finding _ 
stations to refuel at by filtering for stars with governments, economies 
and allegiences. Almost all of these systems will have at least an outpost. 
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AFTER A RUN-IN WITH THE 


FUEL 


o there | was, flying around space and headed for 
S: populated sector. My fuel would be enough to hit 
that, and then | could refuel at the local space station 
-- or even planet-based station! Except, as | check my 
navigation console, | find no station in the system. But, 
surely that cannot be... Surely that unknown object about 
1,000Ls away from the local star is a station...! Fuel 
running low, | was unable to make the next jump. | tried, 
only to be confirmed -- not enough fuel. | checked my 
console for a closer system, but the only other ones within 
the capabilities of my jump drive were barren systems! | 
had two options: | could run out of power for life support, 
suffocate and die, or; activate the self destruct. However, 


thanks to the community, there was a third option... 


If you've played Elite: Dangerous, then you'll have 
experienced what | went through. It’s inevitable that, even 


with all of the forewarning and preparation -- you run 


nro. 
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An experience of running out of fuel 


out of fuel. In the first six months of the game launching 


(and the alpha/beta phases beforehand) people were 
hopeless. Even if you equip your ship with a fuel scoop, 
poor planning can put you in a system with low fuel and a 


star which is unsuitable for the scoop. 


So what happened, and why am | writing about it? Well, 
one of the selling points for E:D is the fact that you can do 
anything you want, within the limits of the game. Become 
a smuggler, avoiding the authorities, become a pirate 
stealing people’s cargo, do a lot of heavy shipping as a 
space trucker... There is a group of players who decided 
that they had had enough of running out of fuel. When 
Frontier brought out fuel limpets -- which allowed you to 


refuel someone else -- they took the idea and ran with it. 


What was probably envisioned as a way to help Wings 

(groups of four players who travel together), was taken by 
the Fuel Rats to be a way to help 
people in need. They have fuel, 


you don't... any questions? 


As"(AUGYoLU Mo} wo) of=]0]\Yae (ol aT-Vic1 
questions, but that is actually 
their motto. When you find 
yourself without any fuel, and no 
way to get more. You can contact 
them for a rescue -- simple as 


that. Whether it’s due to poor 


planning, or your ship was pulled out 
of supercruise just shy of a station, you 


can nip over to their IRC channel. 


Let me walk through what happened 
to me, and the steps I’ve taken to make 


sure it doesn’t happen again. 


| was flying to a specific star system, 
as | was looking to upgrade from my 
Eagle to a Cobra MKIV -- which was 
an exclusive ship for those who pre- 


ordered the Horizons season pass. 


O [CMpr Tr Now 
Om XI: 1 ki hi Mm, bi 
t i : the acrony: haven’ 
ta ken the time to Work out what each ietter stands 
Is 
(WING) from x}: 1 xplain: fi he galm 
t : 
: : explains how to fiilter t le galmap 
WING) Tom x): hey're classes of star - 
0 [CMDR Tom x1: ahhh 


(WING) [Tom x): all Sti 
G class star (IIRC) we 


EWING] [Tom XI: see the link in the irc chat. 
TO [CMDR Tom x1: got it 
NS {om XI: You can also use it to find places to 


TO [CMDR Tom XI: Do you mind me writing about this 
rescue for the site? 


{WING] [Tom XI: If you filter for "economy" and 
deselect “none” it only shows places with landing 
pads 

[WING] [Tom XJ: No sure write whatever you like:-)! 


TO [CMDR Tom XI: ohh, interesting 
TO [CMDR Tom XI: | 


@aclass-thesunisan | 
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I'd been saving up and happened to 
be quite a distance from the right 
type of system [it has to have a certain type of economy 
and population, otherwise they simply don’t sell ships). | 
didn’t have a fuel scoop, which is used to gather fuel from 
specific star types, so had planned stops along the way at 


space stations to refuel. 


The way that systems are named, you can guess which 
ones have something worth your time. If the name begins 
with Arietis, it’s going to either be just a star on its own, or 
(tema nl(e) aed ar=\Z=e-TaMelalinvar=)e)ic=xem olt=lalcien oll mer-]amelel\Vmilalei=1it-1 a 
flying towards it for 10 full minutes. So | jumped from one 
such Arietis system to one with a name. As | arrived, the 
story at the beginning of this article occurred. No sign of a 


station, and not enough fuel to jump to another system. 


| dropped out of supercruise and stopped my engines, 
then went into my module list and disabled everything. 
With current fuel consumption, | would be safe for an hour 
or two before | ran out of fuel, so | wasn’t worried. Even 
with zero fuel | would have ten minutes of emergency 


oxygen, and | had done some research on the Fuel Rats 


i), Wake SCANNER: 4 
\ 
i 


XPLORER Pa 


me |! 


back when they were celebrating 2,000 rescues back in 


October. 


| went to their site and logged into the IRC channel. | 

let them know my commander name, my location, and 
whether | was desperate or not. The operator let the team 
know that | was in need, and the ‘bidding’ began. Everyone 
currently on duty said how many jumps away from me 
they were, and the operator nominated the Rat. In my 


instance, it was Commander Tom X. 


| was told to send a friend request to Tom, and did so. 
Then | was to send him a Wing request, which would 
allow him to home in on my signal more easily. As | was 
one thousand light seconds away from the star, | relayed 
that information, and Tom kept sending through updates 
on how many jumps, then how much distance he was 


covering. 


When he arrived, he engaged his fuel limpets and my 
computer let me know that | was receiving fuel. He sent 


over a few, then contacted me in-game to ask how much 
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Do not panic. 
Panicking 
costs fuel 
and air. You 
are running 
out of both. 


1130 // 


(this message brought to you by the fuel rats) 


Remain with 
your ship. 

Exit supercruise. 
Throttle to 0. 
Disable non- 
essential 
modules. 


Call for help 
from the 
fuel rats 
immediately. 
Time is 
precious. 


Elite celese| 
Preserve 


for help. 


more | required, and let dispatch know that the rescue 
was successful. It was all very professional, and the whole 
time the IRC channel was getting little codes from the 
Fuel Rats Lexicon, such as +FR when | sent the friend 


request. 


My fuel tank was over 80% full, and my destination was a 
mere two jumps away, which wouldn't even be half of that, 
so | assured my savior that | was fine with what he had 
given me. As there is no way to transfer credits, and | had 
IaloMet=] geo CoM) iilomalinaPm mel(lam a Z-lalmalianm con o\-e- TaN’ maalla-Melele 
of pocket than he already was. Tom then asked me to stick 


around for a chat -- which | was more than happy to do. 


He went through some basic safety tips that everyone 
should become familiar with -- and funnily enough | 
already was, having done my research on the Rats those 
months ago. When planning a sojourn through space, 
there are settings on the galaxy map which you should be 
aware of. You should always switch it from Fastest Route 
to Economical Route, unless you actually are in a hurry. It 


will choose a route which will save fuel. 


Reduce activity 
consumption. 


oxygen. Wait 


It can also show you populated 
systems, which is one way to 
check if there will be a station 
to refuel at. Should you have a 
fuel scoop, you can choose to 
only show certain types of star 
-- which is a great idea, to avoid 


finding yourself in a system 


Petitioning a 
supernatural 
being for 
assistance is 
optional. 
(remember to 
conserve air) 


without a scoopable star. There’s 
a great aid to memory, to help 
remember which stars you can 
scoop: KGB FOAM. There are also 
a few mnemonics, but |’ve found 


that one which sticks with me. 


UM elteMeforoye| o)V7-mcolm Kolanw,emr- lave mat=x-le(-to (elm nanvmel-x-id]ar-ld(ola) 
Ehicctomantel inte msl a=W ateMel (ola mernaliaremantMant=Valecelaliare malian oN 
name -- yes, that’s not a pseudonym). When | arrived, | 
was upset to find that it would cost me almost my entire 
amassed wealth to get a Cobra MK IV, which meant that 
any death would result in me being unable to afford a new 
one, even though the insurance would be only a part of the 
cost. However, | could afford a Cobra MK III, which was by 


all accounts better than the successor. 


Saving money on it, also allowed me to upgrade it a 

few times, before having to take some missions to earn 
money. One of the best purchases | made was down to 
this necessary encounter with the Fuel Rats: a fuel scoop. 
Because if | can keep topping up my fuel tank at every 
scoopable star, then I'll never need to bother them again. 
As | mentioned, they're unpaid and probably wouldn't take 
cargo as payment even if you offered it. Though they do 
accept donations on their site, and offer merch such as 
mugs and t-shirts... But when you're in trouble {because 


it’s probably not “if”), just remember: http://www. fuelrats. 
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MYSTERIOUS DATA LOGS AND A 
NEW MEGASHIP 


The Children of Raxxla have discovered a new megaship, the Zurara, deep within the Formidine Rift. Mysterious data 
logs help paint the picture of the mystery that is the Formidine Rift. 


By CMDR Shabooka 


A couple of weeks before going to print, a ship was discovered in the Formadine Rift. Not just any ship, a me- 
gaship, called the Zurara, part of an ill-fated expedition from long ago. 
What's more, when scanned it has actual audio logs, not simply text ones as has always been the case before now. 


You can find out more by watching the video above. 


Thanks to CMDR Shabooka for letting us use his video. His YouTube channel can be found here 8 
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SOPEEDLINK PHANTOM 
HAWK FLIGHTSTICK REVIEW 


w BY CMDR Ace Lister nm 


Better than a keyboard or gamepad 


| t wasn’t until | began playing Elite: Dangerous that | 


truly considered getting a flightstick. Never one for 


simulator games, it didn’t make sense to have one before. 


Whereas Speedlink’s Phantom Hawk is my first airstick, 
| have used joysticks in the past, but it was literally 


years ago back before analog sticks were a thing. 


| was really excited to try it out, especially given the 
improvement | figured it would give my game in the 
aforementioned Elite: Dangerous. Flightsticks are the 
one reason | think that Frontier Developments doesn’t 


allow the console and computer universes to coexist. 


The box comes with a quick install guide and a 
mini-CD with the drivers on. There's no additional 
software supplied nor required, as you can configure 


everything inside Windows if needs be. 


The Phantom Hawk itself 
has a plastic base, an 

Tal tcxe[ar=}tcto mani elud\car-]ave| 

a total of nine physical 
buttons. It also has a hat 
switch and a directional 
pad within easy reach 

of your thumb. Those 

are joined by one of the 
buttons, with two triggers 


on the front of the stick 


-- one for the forefinger, the other for the little finger. 


The throttle on the base is smooth, but a little stiffer 
than I'd like. The six buttons also on the base all click 
nicely, but one of them is pretty useless if you have a little 
finger. See, it doubles as the second trigger, meaning 
you only actually have eight useable buttons. There are 


also four suction cups on the underside of the base. 


As a unit the Phantom Hawk feels quite solid with decent 
quality plastic and is well put together. The stick has a 
smooth, full range of motion and even when not secured 
to the table it remains stable during use. All of the buttons 
are useable with a single hand, but the ones on the base 


Feared a-maalaolad (Mo) mocol0] u-{-W-] a=W colo r-]en (elena a-Molatcm al-1a\ep 


| loaded up Elite: Dangerous and tried it out for a good 
several hours. It took some time to get used to, but 

that’s on me not the Phantom Hawk. I’ve played using 
gamepads as well as mouse & keyboard, and can honestly 
say that my piloting has improved. The throttle is a lot 
more sensitive than holding a button ever was and my 
Yate} Tate F=qorole] Co M-1u] (MUI=x-M-tolaat-mUe) a em LU) me lolol ile] avecd-Tare| 


flying around asteroid belts is much more accurate. 


The limited amount of buttons is disappointing, 
but it’s meant that | have to be imaginative with my 
use of them. Using one as a ‘shift’ key allowed me 


to map the buttons for extra uses, for instance. 


As an entry into flightsticks the Phantom Hawk is great. 
It’s easy to use, setup was painless and really my only 
issue is that the throttle seems to be a little out of 
alignment. Fully forwards doesn’t put my engines to 
full speed, and full reverse is a smidge too far forwards. 
There doesn't appear to be a way to reset it either, 
which is a shame. It may be a one-off, or just a software 


issue, So as long as you're not looking to do any racing, 


Phantom Hawk is a great stick for Elite: Dangerous. ay 
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Zi “ns | 
YOU HAVE SUCCESSFULLY UNDOCKED, FLY SAFE CMDR. 
WE'LL SEE YOUR IN THE NEXT ISSUE! 


